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A  NOTE  ... 

[  FBQM  the  publisher 

Are  We  Having  Fun  Yet? 

Recently  I  heard  these  words  in  an  interview  with  Richard  Petty,  the 
retired  NASCAR  driver.  He  was  talking  about  his  wife  and  how,  when  he 
had  a  near  fatal  wreck,  she  came  to  his  side  and  asked  if  he  “Was  having 
fun  yet?”  He  kept  to  what  he  had  always  said;  that  as  long  as  racing  was 

comics? 

In  ways,  comics  take  just  as  much  hard  work  -  whether  you’re  doing 

on  the  next  hot  project  for  a  major  publisher  -  as  racing. 

What  I’m  getting  at  is:  we  have  to  keep  it  fun. 

When  it  becomes  a  job  that  is  no  longer  fun  then  we  start  to  miss 
deadlines,  our  work  is  not  up  to  the  quality  it  should  be,  and  we  no 
longer  appreciate  the  opportunities  that  comics  offer. 

At  times  Blue  Line  Pro  has  become  a  “job.”  This  past  year  has  been  the 
hardest  in  my  life.  A  serious  illness  in  my  family  has  caused  me  to  look 
at  my  normal  60  hour  work  week  and  cut  it  back.  Illnesses  are  no  fun. 

But  we  have  to  continue  to  work  and  keep  our  hobby  or  job  enjoyable. 

Working  with  other  creators  is  one  way  to  keep  yourself,  and  others, 
motivated.  Publishing  your  work  and  taking  it  to  your  local  store  or 
convention  is  another  way.  I  enjoy  collaboration  between  creators.  I’ve 
had  the  honor  to  work  with  some  of  the  greatest  creators  in  our  industry. 
And  this  has  always  motivated  me  to  do  better  work. 

Keep  it  “fun”  and  not  just  a  job.  Even  if  you  just  share  it  with  friends, 
or  you’re  doing  it  to  pay  the  bills. 

On  another  note,  Blue  Line  Pro  will  be  moving.  We  have  purchased 
some  property  not  far  from  our  current  location  and  plan  to  move  early 
December,  2003.  The  new  address  is: 

Sketch  Magazine 

c/o  Blue  Line  Pro 

166  Mt.  Zion  Rd 

Florence,  KY  41042 

Our  phone  numbers  and  web  address  will  stay  the  same.  Now  I’ve  got 
to  go  and  hang  some  drywall,  pull  the  new  electric  wires  and  hang  the 
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is.  From  product  to  packaging 
your  creativity  has  the  chance  to  flourish  utilizing  the 
and  techniques  of  your  choice,  on  subject  matter  you 
enjoy... a  creator’s  dream!  While  pushing 
the  printed  comic  page,  other  opportunities  for  your  talent  - 
when  mixed  with  some  marketing  savvy,  a  little  luck,  plenty 
of  hard  work,  and  vision  -  are  out  there. 

And  as  you  enter  2004,  Sketch  is  right  here  -  as  we  have 
been  for  three  years  previous  -  proud  to  serve  the  special, 
creatively  gifted  people  that  you  are.  With  some  great  new 
columnists,  fun  features,  and  more  ideas  to  help  you  on  your 
career  endeavors  in  the  works.  Sketch  will  continue  to  offer 

aid  you  in  your  comic  art  academia.  We’ll  continue  to  bring 

philosophy  and  “in  the  trenches”  experiences  and  outlooks 
to  help  you  avoid  some  of  the  blunders  and  pratfalls  of  our 
seasoned  professional  voices. 

Previews  is  as  thick  as  phone  book.  I  can’t  begin  to  afford 
everything  out  there  I  need  (well...wanf,  it’s  not  like  they’re 
offering  livers  for  my  Dean  Martin-emulating  organ),  and  I’d 
need  an  aircraft  hanger  to  put  it  all  in  if  I  could  get  it 
There’s  a  ton  of  great  stuff  out  there  for  us  to  enjoy... and, 
importantly,  talented  folks  out  there  producing  it.  Talent  just 

So  what  are  you  waiting  for?  Buy  me  something  or  make 
me  something . . . your  choice. . . 

...but  get  Sketching'. 


sketch  magazine  22 


Tom  Bierbaum 

Evil  Things  Editors  Do 

Lettering:  Text  Box  Fills  an 

Beau  Smith 

The  Only  Network  You  Net 


Products  of  Interest 


The  Ballad  of 
Frankie  and  Vampi  - 
Frankenstein 
Mobster  and  Vampirella  - 

Comic  Buyer’s  Guide  Comics 

Step  1  -  layout 

I  do  a  low  resolution  layout.  120  dpi.  I  like  to 
work  in  brown.  You  can  select  your  own  color.  Or 


Step  2  -  inking 

I  print  out  my  "pencil”  page  on  my  large  for¬ 
mat  printer  at  1 1 11  x  1 7".  Then  I  ink  on  a  custom 
built  light  table.  I  like  to  keep  the  element  of  or¬ 
ganic,  analog  brush  and  pencil  work  in  the  cre¬ 
ation  chain.  I  think  it  keeps  the  digital  elements 
honest  and  interesting.  Digital  still  has  a  way  to 
go  before  it  can  surpass  the  random  and  spon¬ 
taneous  details  that  a  brush  and  a  pencil  can 

I  use  Xerox  copy  paper,  designed  for  their  color 
copiers.  I'm  using  their  801b  stock.  I  work  with  a 
brush  pen  and  a  .9  lead  mechanical  pencil.  For 
Frankenstein  Mobster  I've  established  a  style 
that  relegates  all  the  texture  work  and  shade  work 
in  the  pencils  -  keeping  the  ink  line  for  solids 
and  holding  lines.  This  is  a  look  that  was  inspired 
by  the  work  of  two  artists  who  created  the  pre- 
production  art  for  the  original  King  Kong  movie. 

the  way  I  like  (and  there  are  a  number  of  times 
when  I’ve  just  inked  an  entire  new  panel  or  two 
on  another  sheet  of  paper),  I  scan  everything 
and  splice  any  changes  into  place  in  the  cotn- 


Step  3  -  Photoshop  -  prep  for  color 

Now  I’m  working  digital.  Working  in  Photoshop 
and  with  the  image  looking  much  as  it  did  in  the 
original,  I  change  this  layer  name  from  BACK¬ 
GROUND  to  Layer  0.  I  set  the  layer  to  MULTI¬ 
PLY  and  make  a  copy  of  layer  0.  Next  I  adjust 
the  hue  of  the  copied  layer  so  that  the  gray  of 
the  pencil  lines  becomes  a  sepia  or  a  red-brown. 
Then  I  create  a  new  layer  on  the  bottom  of  the 
stack.  So  looking  at  the  LAYERS  PALETTE  I 
now  have  Layer  1  on  the  bottom,  Layer  0  next, 
and  Layer  0  copy  on  top.  I'm  ready  to  start  col- 


Step  4  -  Photoshop  -  color 

I  use  the  paint  bucket  tool  to  fill  Layer  1  with  a 
solid  color.  In  this  case  I  selected  a  color  that 
was  dark  and  creepy  and  would  offer  a  nice  con¬ 
trast  with  Vampirella's  flesh  color  and  bright  red 
costume.  It  would  also  complement  the  green 
ghosts. 

Now  in  comes  the  Wacom.  I  use  the  largest 

tool  opacity  set  to  somewhere  between  75%  and 
90%  with  the  wet  edges  option  selected.  This 
allows  the  base  color  to  mix  with  any  color  I  lay 
in,  keeping  the  colors  unified.  At  any  point  I  will 
sample  the  combined  color  result  from  the  work 
in  progress  to  add  to  the  many  possible  shades. 
Just  like  working  with  real  paint.  And  like  with 


Step  5  -  Photoshop  -  contrast 

Next  I  work  in  my  lower  highlights.  I’m  always 
aware  that  the  bright  spot  on  any  page  will  get 
the  most  attention.  So  I  reserve  using  my  bright¬ 
est  highlights  until  the  final  touches.  Here  you 
can  see  that  I’m  still  mainly  just  blocking  in  the 


Step  6  -  Photoshop  -  scene  setting 

I  approach  a  scene  as  being  unified  by  a  color 
set.  I  think  of  this  the  same  way  a  director  or 
lighting  technician  might  light  a  scene  for  a  movie. 
I  select  my  color  to  heighten  the  mood  and  emo- 

In  this  example  there  are  two  scenes  on  the 
same  page.  So  I  painted  each  scene  separately. 
Here  I’ve  brought  the  entire  scene  with  Franken¬ 
stein  Mobster  to  a  semi-finish.  I  know  what  ef¬ 
fect  I’m  getting  from  my  color  combinations  - 
but  I’m  not  done.  I’ll  leave  the  final  touches  until 
after  I  get  the  Vampirella  scene  to  the  same 
semi-finish  state.  Because  even  though  I’m  deal¬ 
ing  with  two  scenes,  this  will  be  viewed  as  a 
single  page  and  it  will  need  to  hang  together  as 
a  single  image. 


Step  7  -  Photoshop  - 
from  back  to  front 

I  always  work  from  the  background  up  to  the 
foreground.  This  is  always  about  focusing  at¬ 
tention.  So  I  lay  in  my  colors  for  the  background 
in  each  panel,  and  bring  the  rendering  forward 


Step  8  -  Photoshop  ■  full  frontal  color 

Here  I’ve  filled  in  the  foreground  elements. 
All  the  final  touches  are  in  place  -  the  detail  and 
the  color.  And  all  the  work  was  done  with  my 
brush  pallet  -  no  paint  bucket  tool  use  -  every¬ 
thing  stroked  into  place.  Even  slopping  some  of 
that  color  outside  the  lines! 


Step  9  -  Quark  Express  -  lettering 
I  design  my  own  fonts  in  FONTOGRAPHER 
and  I  do  my  lettering  in  Quark.  I’ve  also  done 
lettering  in  ILLUSTRATOR,  nearly  the  industry 
standard  for  lettering  comic  books.  But  I  find 
Quark  offers  a  faster  option  for  doing  the  letter¬ 
ing.  And  when  I'm  on  deadline,  speed  is  every¬ 
thing. 


For  another  informative  “How  To"  by  guest 
creator  Mark  Wheatley  please  go  to  page  56. 


Following  in  the  Footsteps,  but  Setting  Your  Own  Pace 

an  interview  with  John  Romita,  Jr. 


and  it’s  kind  of  perpetuating  itself.  The 
more  important  storytelling  becomes,  the 


Sketch:  And  that  does  happen  with  some 


John:  So  I’ll  get  better.  My  rendering 
will  get  better  and  my  storytelling  can 
improve  just  by  experience.  I’m  still  a 


Sketch:  You 've  worked  with  quite  a  j 

are  some  of  the  strengths  of  some  of  the 
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>hn  Romil 


Mother’s  Day  weekend,  the  weekend 
after  the  Spider-Man  movie  was  released. 
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Chuck  Dixon  I 

How  to  Write  the  Ladies 

A  Guide  to  Female  Characterization  for  the  Guys 

Just  us  guys,  right? 

The  question  often  comes  up,  “You’re  a  dude,  right?  So,  how  do  you  write  women  characters?” 

Well,  it  helps  to  know  a  few. 

I  grew  up  with  two  older  sisters.  And  while  I  wished  for  a  brother  lots  of  times,  having  two  female  siblings  did 

That  might  explain  why  I’ve  had  some  success  with  fictional  female  leads.  Evangeline,  Valkyrie,  Red  Sonja, 
Catwoman,  Batgirl,  Huntress,  and  the  Birds  of  Prey  all  rang  true  with  boys  and  girls  alike.  I’ve  been  told  I  have  a 
special  affinity  for  writing  the  ladies. 

This  has  nothing  to  do  with  “getting  in  touch  with  my  feminine  side."  I’m  just  a  butt-scratchin’,  stubborn,  eat- 
over-the-sink-from-a-pan,  “never  ask  for  directions”  kind  of  guy.  But  I  like  women  and  have  observed  them  all  my 
life.  My  wife  has  also  been  a  great  teacher  with  many  keen  shared  insights  into  the  world  of  gals. 

First  of  all,  women  are  different  from  men.  Good  thing  you  were  sitting  down,  huh?  But  how  are  they  different? 
And  how  does  that  relate  to  writing  and  creating  female  characters? 

The  biggest  thing  I’ve  found  is  that  women  think  and  react  differently  than  guys.  Women  can  access  their  emo¬ 
tions  and  intellect  simultaneously.  Guys  go  blind  with  rage  or  inactive  with  melancholy.  The  ladies  can  be  mad  as 
hell  and  still  thinking  clearly.  Ever  have  a  heated  argument  with  a  woman?  Ever  win?  I  rest  my  case. 

When  an  enormous  emotional  blow  too  big  to  surmount  does  immobilize  a  woman,  she’s  faster  to  get  over  it. 
Heartbreaks  that  would  level  a  guy  for  months  will  be  brushed  off  in  a  matter  of  seconds  by  the  “weaker  sex."  All  the 
real  tough  guys  are  chicks.  Wanna  argue,  Bubba?  Try  delivering  a  baby. 

That  mostly  covers  how  women  and  men  get  along  (or  don’t).  But  the  really  fascinating  aspect  of  the  female 


When  we  illustrate  we  communicate  ideas  with  pictures,  or  at  least  we  try  to.  A  lot  of  practice 
helps  develop  the  skill  to  render  subject  matter  into  easily  understood  drawings. 

If  we  draw  people  well  then  the  reader  will  easily  see  that  a  person  is  doing  something  on  the 
page,  not  a  horse.  Of  course  we  then  have  to  draw  horses  well,  or  the  reader  might  think  the  herd 
was  brought  in  by  cowboys  riding  stout,  bandy-legged  dogs.  Or  worse.  So  we  work  hard  to  make  it 
easier  for  the  reader  to  take  in  information  in  a  smooth  and  rapid  manner.  That’s  how  the  reader  is 
drawn  into  the  story. 


Left  to  right  from  panel  to  panel,  zigzag  down  from  top  to  bottom,  from  first  page  to  the  next,  and  from  the 
beginning  of  the  story  to  the  end. 
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SUBSCRIBE  AND  SAVE!!! 


SUBSCRIBE  TODAY! 


COMING  SOON  ... 
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seem  it)  DRearos. " 

BLUE  LINE  PRO 

ERAPHlj\ 

QUALITY  AND  AFFORDABLE 

DIGITAL  PRIHTIHG 

WITH  NO  MINIMUMS! 

STANDARD  SIZED  COMIC  BOOKS 
(Color  or  Black  &  White) 

TRAVELER  SIZED  COMIC  BOOKS  (8”  X  5”) 

TRADE  PAPERBACKS 

PROMOTIONAL  POSTERS  and  FLIERS 

TRADING  CARDS 

ARTISTS  CONVENTION  SKETCH  BOOKS 
-TRAVELER  SIZED  (8”  x  5”)  stapled  bindery 
-STANDARD  SIZED  (8  1/2”  X  11”)  glued/taped  bindery 

Watch  www.BLUELINEPRO.COM  for  more  information ! 
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We  carry  a  large  line  of 
comic  book  art  supplies 
including  the  complete  line  of 

Blue  Line  Pro  products. 

We  have  a  huge  selection  of  Manga  art 
supplies  including  nibs,  inks  and  screen 
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DAVE  DORMAN 
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Why  inking ? 

What’s  inking  matter  anyway? 

Who  notices  good  or  bad  inking? 

Jim  Lee.  Bryan  Hitch.  Alan  Davis.  John  Homita,  Jr.  Editors.  Original  Art  Collectors. 

Thank  God  people  still  care.  A  few  years  ago  if  you'd  have  informed  me  that  one  day  I'd  be  writing  an  article 
extolling  the  virtues  ot  inking,  I’d  have  thanked  you  for  a  good  laugh,  then  excused  myself  to  stand  in  the  unem¬ 
ployment  line.  This  inaugural  column  will  offer  an  overview  of  its  intent,  and  touch  on  the  basics  of  inking.  I  will 

I  must  admit  feeling  disarmed  when  someone  asks  me  again  and  again  what  an  inker  does.  My  best  friend 
Deerwood  and  I  seemed  to  grasp  the  concept  in  our  teens.  Back  then,  however,  with  the  crude  printing  and 
coloring  techniques  of  the  pre-image  era,  the  inker's  role  was  vital  in  a  quality  product.  During  this  period  (our 
particular  Golden  Age),  Marvel  was  breaking  away  from  their  old  “house  style”  with  maverick  inkers  who  could 

McLeod,  Joe  Rubenstein. 

Nowadays  you  can  excuse  the  occasional  weak  panel  or  page,  praying  the  modern  maestros  of  coloring  will 
bury  any  flaws.  There  are  also  pencilers  who  draw  tight  enough  that  scanning  directly  from  pencils  is  viable.  Many 
modern  coloring  effects  have  taken  over  the  responsibility  of  textures.  None  of  these  advances  excuse  poor  inking. 
History  lesson  over.  Begin  motivational  speech. 

First  word  of  advice:  Sacrifice!  Unplug  the  Playstation,  turn  the  TV  off,  don't  see  every  crappy  movie  that  comes 
out,  and  tell  your  friends  (and  that  cute  girl  that  likes  you)  that  you’re  busy  this  weekend!  Repeat.  Easy  as  that.  You 
wanna  see  your  name  in  print?  Get  busy! 

A  good  way  to  try  your  hand  at  inking  is  to  solicit  pencil  photocopies  from  your  favorite  publishers.  Sending  a 
SASE  is  the  way  to  go.  Experiment  with  brushes,  rapidograph  pens,  quills,  etc.  Invest  in  the  right  supplies.  There 

be  patient.  It  takes  lots  of  practice  to  train  your  hand  and  gain  confidence. 

Most  common  convention  questions: 

If  you  mess  up,  what  do  you  do? 

Everybody  makes  mistakes.  Pro  White  is  my  best  friend.  Before  inking,  make  a  good  photocopy  of  the  pencils  to 
refer  to.  When  you  make  a  mistake,  mark  the  area  on  the  copy  with  a  highlighter.  When  you’re  done  inking  and 
erasing,  consult  the  copy  and  fix  the  mistakes. 

What's  the  right  way  to  hold  an  inking  tool ?  And  which  tools? 

Whatever  feels  comfortable.  When  watching  different  pros  at  work,  you’ll  notice  that  they  all  have  their  different 
nuances.  No  two  pros  have  the  same  calluses  on  their  hands.  As  for  tools,  find  out  what  your  favorite  inker  uses  if 
you  wish  to  emulate  their  style.  I  use  lots  of  different  ones  depending  on  many  factors:  style,  environment,  the 
penciler’s  tight  or  loose  details,  or  even  how  hard  the  penciler  bears  the  pencil  lead  down. 


Evil  Tilings  Editors  Do 

The  Universe  at  Your  Finger  Tips 

Thoughts  on  Scripting  Comic  Books 

by  Tom  Bierbaum 
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Comic  Book  Lettering 

Balloons... 

Text  Box  Fills  and  Artwork 

by  Bob  Hickey 


Let's  talk  about  balloons,  text  box  fills,  and  artwork. 

Color  in  a  balloon  can  help  to  give  the  feel  of  the  conversation.  Let's  say  that  two  characters  are  talking 
and  all  you  have  are  talking  heads.  If  a  character  is  giving  a  cold  shoulder  to  the  other  character  then  you 
may  want  to  color  the  word  balloons  from  the  character  that  is  giving  the  cold  shoulder  a  light  blue,  or  if  the 
character  is  mad  a  red  tint  may  work. 

Another  way  to  add  to  the  story  is  adding  illustrations  or  symbols  to  the  narration  boxes.  This  can  help  the 
reader  to  instantly  determine  who  the  narration  is  coming  from.  For  example,  CrossGen's  Sojourn  uses 
very  basic  symbols  and  colors  to  designate  the  narrator.  Vengeance-questing  Arwyn’s  narrative  box  has  a 
symbol  running  down  the  side  and  it’s  also  always  the  same  color,  while  her  colleague,  good  guy  mage 
Neven,  has  a  simple  box  on  the  left  edge  where  the  colors  fade  from  white  to  blue.  The  villains  of  the  story 
have  the  same  box  but  they  are  either  a  white  to  green  fade  or  solid  green. 

You  can  always  just  fill  the  box  with  colorful  patterns,  many  of  which  can  be  picked  up  from  old  wrapping 
papers.  You  got  the  basic  idea.  Now,  let’s  try  creating  two:  one  a  basic  box  with  a  creative  slant,  and  another 
with  a  piece  of  artwork.  Here  we  will  be  using  Photoshop  and  CorelDraw,  but  you  can  do  the  same  with 
Photoshop  and  Illustrator. 


Let’s  make  a  simple  box  using  the  box  tool  in 
CorelDraw.  Set  the  outside  line  to  1 .0  point.  The 
comic  book  character  that  is  going  to  use  this  box  is 
named  “Race,”  so  we  are  going  to  add  a  capital  “R”  to 
the  box  (or  something  that  looks  like  a  “R”).  Take  the 
text  tool  and  type  a  capital  “R".  If  you  want,  search 
around  for  a  very  cool  looking  one.  The  font  that  I 
selected  was  Compacts  ICG  Black.  It’s  a  nice,  bold 
font  (item  A). 


your  “R”  to  be  at  the  beginning  that's  fine,  it’s  the 
same  concept.  Fill  the  letter  with  white  and  add  an 
outline  that  is  1 .0  point.  Convert  both  box  and  font  to 
curves.  Move  the  font  over  next  to  the  box.  You 


might  have  to  resize  the  font  to  fit  at  this  time. 
Select  both  items  and  combine  them,  (item  B) 

Now  we  have  to  join  the  nodes.  Sound 
intimidating?  Don't  worry,  it’s  simple.  When  you 
converted  the  box  and  text  you  should  have  seen 
boxes  on  each  corner  and  through  the  image  -  these 
are  nodes,  (example  C)  This  is  how  we  are  going  to 
break  apart  the  items  and  combine  them.  Click  the 
upper  node  on  the  box  and  break  it  apart. 


This  is  a  simple  box.  Now  we  want  to  combine  a 
graphic  and  a  box.  This  graphic  you  choose  should 
present  the  character  that  will  be  using  this 
particular  narrative  box. 

First  import  the  image.  For  ease  and  speed,  most 
of  the  time  I’ll  open  Photoshop  and  create  a  72  dpi 
copy  of  the  image  I’m  going  to  work  with,  and  that’s 
what  we'll  be  doing  for  this  exercise.  This  allows  you 
to  move  faster  without  having  a  large  graphic 
slowing  you  down.  You  can  replace  it  in  Photoshop 
with  a  300  dpi  copy  later  (item  1). 


I’ve  imported  my  72  dpi  copy  of  the  graphics  that 
I’m  using  for  this  project,  a  shield.  Now  I’m  going  to 


Hopefully  this  have  given  you  some  ideas  on  how 
you  can  spruce  up  your  project  with  your  very  own 
customized  narrative  boxes.  It  can  really  give  your 
project  a  very  distinctive  look... and  it’s  just  this 
simple.  Naturally,  the  more  you  do  it,  the  faster  and 
easier  it  will  become.  Go  practice,  experiment,  and 
have  some  fun. 
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Beau  Smith 

From  The  Ranch  _ 

The  Only  Network  You  Need  "lb  Know 


As  regular  readers  of  this  column  know,  now  and  then  I  send  you  out  on  missions.  Call  it  my  Dirty 
Dozen,  Suicide  Squad,  or  you  just  being  afraid  of  me.  Whatever  works  for  ya.  Me...I  know  you’re  afraid  of 
me.  That’s  the  way  it  should  be. 

This  pertains  to  everyone.  Writers,  artists,  publishers,  distributors,  media  guys...whoever.  Here  is  a  little 
something  that  you  need  to  do  to  build  your  power  base,  your  company,  your  rolodex,  and  your  contacts  in 


There  are  gonna  be  people  and  companies  that  you  know  already.  That’s  great,  but  you  can  never  know 
too  many.  In  a  past  column  (Editor,  do  your  duty)  I  referred  to  building  your  “Rolodex  Of  Power.”*  Well, 

alley  or  where  ever  they  have  them.  I  want  you  to  introduce  yourself  and  give  them  your  business  card. 
Yeah... that’s  right... you  gotta  go  and  get  some  made  if  you  don’t  have  them  already.  Having  a  business  card 
is  from  Self  Marketing  101.  GET  SOME  MADE! 

Depending  on  what  you  are... writer,  artist,  publisher... you  tell  them  that  you  are  adding  contacts  to  your 
rolodex.  You  want  to  be  a  contact  for  them  as  well.  You  never  know  when  you  will  need  someone  in  your 
daily  business.  Having  a  deep  pool  of  contacts  is  the  way  to  go  swimming  with  the  big  fish. 

Explain  to  them  that  you  might  be  able  to  help  them  out  at  some  point  in  their  career,  and  the  other  way 
around.  As  much  as  I  hate  to  say  it... be  honest.  I  never  was... I  always  said  I  was  with  some  media  company 

of  lying  and  embellishing  the  truth.  I  can’t  expect  you  to  be  as  deceitful  as  me.  So  tell  the  truth  and  keep 
yourself  out  of  trouble. 

This  does  not  just  pertain  to  artists.  Get  the  cards  of  writers,  guests,  convention  workers,  anyone  in  the 
business.  It  will  help  after  you  walk  away  to  haul  out  that  notebook  I  already  told  you  to  always  carry,  and 
write  down  any  important  notes  on  the  person  you  just  met.  This  will  come  in  handy  after  you  get  back 
home  and  are  going  through  convention  shock. 

It  also  helps  when  handing  out  your  card  to  give  them  something  that  connects  with  what  you  do.  A 
sample  of  your  work  or  some  low  price  item  that  you  can  make  them  remember  you  with.  I  used  to  give 
them  free  stuff  I  got  from  my  regular  day  job;  promo  T-shirts,  stuff  like  that.  One  guy  that  did  it  to  me  gave 
me  a  comic  book.  It  wasn’t  one  that  he  had  done,  but  one  from  a  quarter  bin  that  he  had  picked  up.  An  issue 
of  Firestorm.  He  said  at  the  close,  “Here... have  a  comic  book  to  read  when  you  find  yourself  bored  on  the 
can.”  Ya  know...I  remembered  that  guy.  He  now  works  for  one  of  the  main  publishers.  That  was  over  10 


Use  your  imagination  to  do  this.  Recently,  a  guy  I  met  gave  me  a  CD  he  had  made  of  all  kinds  of  differ¬ 
ent  music.  It  was  very  cool,  and  I  listened  to  it  on  the  plane  home.  He  had  all  his  contact  info  on  the  CD  as 
well.  Smart  move. 

I’ve  said  this  before  as  well.... making  note  pads  is  a  cheap  way  to  get  everyone  to  remember  you,  and 
they  use  them!  Then  your  info  gets  passed  on  to  others  when  they  write  notes.  Check  into  it. 

After  a  few  shows  you  will  be  so  surprised  at  how  many  cards  you  have  collected.  Don’t  limit  yourself  to 
just  conventions.  Granted,  there  you  can  do  the  face  to  face  thing,  but  you  can  also  do  it  by  mail  and  email. 
You  can  also  load  up  the  contacts  by  checking  out  entertainment  magazines  that  list  who  does  what, 
sometimes  they  list  emails  and  phone  numbers  as  well.  Online  sites  are  also  a  great  source  for  your  contact 
lists.  With  the  internet  there  are  so  many  places  you  can  harvest. 

Go  to  the  library  and  check  out  reference  books  that  list  addresses  and  contacts  for  places  and  people. 

Same  with  bookstores  and  news  stands.  Just  don’t  get  caught  writing  too  many  of  them  down.. .they 
might  want  ya  to  buy  the  stuff. 

Having  a  huge  rolodex  of  contacts  also  helps  you  when  you  are  trying  to  get  a  job  in  this  business.  You 
come  in  with  a  tool  like  that  and  it  quickly  makes  you  a  “go-to  guy.” 

Contact  lists  are  very  valuable  things  to  have.  People  almost  kill  for  great  lists.  You  roll  up  your  sleeves 
and  get  your  hands  dirty,  and  soon  you  could  have  others  lusting  after  your  list. 

Next  time  I’m  at  a  convention  I  expect  to  see  you  out  there,  harvesting  the  contact  crops.  Be  a  farmer  for 

Your  workhorse  in  the  fields, 


The  Flying  Fist  Ranch 

P.O.  Box  706,  Ceredo,  WV.  25507 

Beausmith2@earthlink.net 


[*Beau’s  “Rolodex  of  Power”  originally  ran  waaaay  back  in  Sketch  #  4  of  2000.  If  you  can’t  find  that 
issue,  please  check  out  the  Bill  Love  newly-edited  Best  of  Sketch  #1  collection  for  a  fresh  look,  which 
also  includes  three  more  of  Beau’s  great,  early  Sketch-exclusive  marketing  columns.] 


New  stuff... (books,  tools  etc) 


§HOUJO 
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Shedding  Some  Light  on  the  Subject 

by  John  Rauch 


Inside  Sketch  This  Month 


III!  in' 


QUALITY  and  AFFORDABLE 


WITH  NO  MINIMUMS! 


STANDARD  SIZED  COMIC  BOOKS 

(Colon  or  Block  &  While) 

TRAVELER  SIZED  COMIC  BOOKS 

(B-X5-) 


•  PROMOTIONAL  POSTERS  and  FLIERS 

•  TRADING  CARDS 

•  ARTISTS  CONVENTION  SKETCH  BOOKS 


-STANDARD  (8  1/2*  X  1 1')  sized  glued/taped  bindery 
-TRAVELER  (S'  X  5')  stapled  bindery 


